
























る現代文化（Modern culture in the regions）」。
日本のネット文化を取り扱った本報告














































化」は、それぞれに独特の way of lifeを内包
しており、中にはその「文化」内のみで通じる
独特のスラングやコンテクストが存在する。
その多様な way of lifeの存在こそが、「文
化」を研究する意味であり、その魅力でもある
わけだが、しかし、たとえば、あるサブカル
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Video Expression Practice by Internet Users in Japan
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1．Purpose of this Study
Since the mid―２０００s, Web２．０ technology has given internet users more options for media
expression. As a case study, I have chosen the offline gatherings of the “Hare Hare Yukai” dancers.
The purpose of this presentation is to consider the structures that are created through the interaction
between “real-space” and “cyber-space”.
2．Background: Technological Innovations on the Internet
In the first half of the２０００s, Japanese Internet adoption increased dramatically. According to the
Ministry of Internal Affairs and Communications survey data, Internet adoption in Japan rose from
３７．１％ of the population in２０００ to７０．８％ in２００５１. Around the same time, Web２．０ technologies
were developed.
The technical innovations are symbolized by two kinds of online services. One of the services is
video sharing websites. According to a Netratings Japan survey, the number of users of YouTube in
Japan exceeded１９million in March２００９２. The spread of video sharing websites gives Internet users
opportunities to create rich content such as movies and music.
The other service is social networking service（SNS）websites. Electronic bulletin boards and SNS
have led the proliferation of such Internet-based social networks. Internet users in Japan frequently





popular SNS in Japan. The number of users is over２５million４. One of this website’s features is that
membership is invitation-only. It is not possible to join if there is no invitation from a current member.
In this respect, it is different from My Space and Facebook. A relationship in real-space is needed to
participate in communities on “mixi”.
3．What is “Hare Hare Yukai” Dance?
In Japan these technological innovations have brought about specific Internet sub-cultures. One is
offline gathering for dancing. Especially, the popular dance in ２００６ is “Hare Hare Yukai” Dance
（“Haruhi Dance”）.
“Hare Hare Yukai” is the ending theme song of the ２００６ television anime “The Melancholy of
Haruhi Suzumiya” （涼宮ハルヒの憂鬱, Suzumiya Haruhi no Yu¯utsu）. “Melancholy” has been
immensely popular among Japanese anime fans. This popularity has spread to overseas anime fans.
According to a Japanese newspaper５, overseas sales of the anime’s DVD are higher than that of Japan.
In the ending credits, the characters perform a dance accompanying the ending theme song.
Since the broadcasting of this anime, many fan-made videos imitating the animated choreography
have been uploaded to video sharing websites. Many performers gather in real-space after
communication on electronic bulletin boards or SNSs.
Let’s follow the process of these offline gatherings for dancing to find out how this phenomenon has
occurred.
4．The Process of Offline Gathering for Dance
4.1 The notification of offline gatherings
First, an announcement for an offline gathering is posted to electronic bulletin boards or SNSs by
the organizer. Picture.１and Picture.２ show the announcement of an offline gathering that was held
on May２０,２００６. The announcement on the left was for２channel（２ちゃんねる, ni channeru）and
the one on the right was to mixi.
Internet users who want to participate in the offline gathering post messages to the bulletin board.
4.2 Practice and make videos
Next, they gather in real-space in places such as a park or the street. In many cases, they practice
dancing first, and make the video afterwards. When the participants meet for practice, they exchange
３ Galbraith（２００９）described “Ofukai” as follows. “Offline Meeting. Meeting people you normally deal with
online in an offline, face-to-face context. Among OTAKU, this usually occurs in groups at events.” In this
report, offline gathering is the same in meaning as “Ofukai”.
４ The count is available at “mixi counter”（mixiカウンター, http://s.hamachiya.com/mc/）.
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their online user names and deepen relations. This is one of the attractions of offline gathering for
dance. Many of the participants want to meet peers with the same interests.
4.3 The continuance of relationships in cyber-space
After making the video, the offline gathering is dispersed. However, their relationships continue
online. Participants discuss their memories and experiences of the offline gathering on electronic
bulletin boards or SNSs.
Moreover, they post their dance video to the video sharing websites.
Through the posted dance video, other Internet users learn about the offline gatherings for dance.
They also learn the dance from watching the video. Anime fans outside of Japan learn about and
participate in the dance. A recent search on YouTube in Japanese and English brought up over
１０，０００Hare Hare Yukai dance related postings.
Figure 1 mixi Figure 2 2 channel
Figure 3 The process of offline gathering for dance
【Ｌ：】Server／関西学院大学／社会学評論／第３号／〈特集〉 ２ 校
８６ 特集：国際発信能力の涵養はいかにして可能なのだろうか？
4.4 The interaction between “real-space” and “cyber-space”
Offline gathering for dance progresses through the following processes.
First, an announcement for the offline gathering is posted on cyber-space. Next, participants practice
the dance and make a dance video in real-space. The relationships created during the offline
gathering are continued in cyber-space.
Uploading videos on video sharing websites spreads the dance beyond the sub-community.
Participants maintain relations with each other through online communications. In this regard, the
uploaded content helps to continue communications. The continuance of online communication
leads to the next gathering and also attracts new participants to the gathering. Offline gatherings for
dance cross cyber-and real-space.
5．Discussion
From the case, we can observe the following features. User-generated content such as dance videos
can be introduced to a wider audience through video sharing websites. Visual media can convey
information across language barriers; leading to the expansion of online communities of interest that
transcend geographical and national barriers.
User-generated content can also strengthen the bonds between members of online communities.
Online communication encourages community members to create user-generated content.
This paper focused on the activity of Internet users based on knowledge acquired from participant
observation. However, the social influences and effects of such activities are not thoroughly discussed.
I plan to study these influences and effects in future studies.
Japanese pop culture, including the “Haruhi Dance”, is often discussed in terms of Japan’s
increasing soft power; however, it is more interesting to focus on the spread of offline gatherings for
dance as everyday activities by anime fans.（e.g. participant observation）
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